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YHtsSTG Update: New Plot Details 


As you might already know if you’ve read the previous edition of the Zine, You Have to 
Smoke: The Game has been receiving a bit of an overhaul lately, with new gameplay elements, 
an updated soundtrack, and a much more fleshed out story. Our last update mostly focused on the 
former two, so this time around, I thought it’d be a good idea to talk in depth about the lore that’s 
been expanded upon in the overhaul, and, more specifically, the world that YHtSTG takes place 
in. 

YHtSTG takes place on the Galvian Coast, a land rife with fantastical creatures, magical 
spells, feudal kingdoms, and the best iced tea in all the land. In this mystical land, there exists a 
few civilizations, the most prevalent being the Kingdom of Galvzeme, a nation of men and the 
undisputed regional powerhouse. Galvzeme is made up of a collection of settlements that sit 
along the fertile land between the coastline to the south and the steep mountain ranges to the 
north. These settlements, while all sporting their own unique histories and cultures, are all 
intertwined both economically and militarily, and all swear fealty to the same monarch. 

Galvzeme’s capital, the coastal city of Windbreak, is the largest and most imposing city 
on the Coast, and played an integral role in its founding. Long ago, when other coastal 
settlements that Windbreak traded with were pilfered by rampant bandit raids, the Lord of 
Windbreak sent out excess guardsmen from his city to defend the smaller settlements. In return, 
these smaller townships pledged allegiance to the Lord, who would later consolidate his holdings 
into the Kingdom of Galvzeme. 

The new King wasn’t daft, however, and knew that running his new state alone would 
lead to the issues of those outside of Windbreak being marginalized. To ensure stability, the First 
King allowed for the establishment of a Duma to rule alongside him. This system of co-rule 
between the Monarch and the Duma would exist for the duration of Galvzeme’s history. 

Being the foremost power on the Galvian Coast, it wasn’t long before the Kingdom of 
Galvzeme began expanding. The first conquest was a crusade into the verdant western forests, an 
area historically inhabited by roving slime tribes. The western conquests gave Galvzeme with a 
berth of natural resources and fertile land, but left a chip on the shoulder of the Slime Tribes. 
Relations between the two have been tense ever since. 

Alongside the crusades against the slimes, the Kingdom also began to make headway in 
trailblazing through the northern mountain range, sending pathfinders and settlers to set up 
colony settlements. These new settlements, while small compared to their contemporaries back 
home across the mountains, are slowly but surely growing into a fertile breadbasket, providing a 
surplus of food for the budding empire. 


Arnold Il: Average Encounters of 
the Fourth Kind 


A new Arnold Adventure that’s certainly not average. 


The first game in the Arnold series, The Amazingly Average Adventures of Arnold 
the Disembodied Head, was fairly straightforward in both what the title implied. The 
adventures were straight to what the title said, average - and while this made for witty 
dialogue and a few extra games to go with it, it was a pretty basic game. But this is all 
about to change with what was originally just called "Arnold 2" in the first zine issue - 
Arnold Il: Average Encounters of the Fourth Kind. 


This game is a complete left turn from anything even remotely expected of the 
original Arnold game's base. This article best serves as a hype dispenser for the demo of 
the game included with the zine, as it's being actively developed. 


In Arnold's hometown of Joneton, a letter reaches him, unexpected to him. This 
letter from a "Fortnight Interdimensional Agencies" proves to be legitimate, including a 
rare thing given by Arnold, his full name. The letter reveals to Arnold of how F.|.A. has 
been making a probe for interdimensional travel, and while it was continuously tested to 
ensure safety, the model's carrying capacity was never meant for a human...at least, a 
full-sized one. Throughout Joneton lay many disembodied heads among regular humans, 
and of these, Arnold was picked for "seemingly impressive cognitive ability", as stated by 
the letter. 


Arnold, a self-described "non-material hipster", agrees & performs one last time. 


After meeting up with F.I.A. officials at the Joneton outskirts, he is brought to the 
agency headquarters, informed of how he needs no prior training. A quick hello is given 
before he is suited up and put in the probe. He has his communication device, and all 
should go well for his documentation of what's beyond...right? 

Of course not. Something goes off in the probe, and his destination is sent astray. He 
arrives on a foreign planet of what we would know as Earth, to them it is the planet of 
Byznoq. A race different than humans populates the planet speaking a language Arnold 
would never be able to recognize. He meets some friendly aliens able to communicate 
through translation devices, when he learns of a greater problem he is now tasked with. 
An alien royalty, their kid, and the townsfolk are just a few who you'll encounter. There are 
many enemies you must bout with your alien party member Tybwa, the son of the royalty 
ready to help you on this strange planet. 


IHTERVIEW WITH NANCOKID47: 
THE HISTORY OF A CANCELLED 
FAH GANHE 


Interview by Jaden Houghton 
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(The logo for Namcadius drawn by Namcokid47) 


I currently run a Discord server called The Ghost House, which is a server dedicated to the 
history and games of Namco. I had previously noticed that while there were servers for other 
games, systems, and companies, Namco was always neglected and didn’t have any sort of 
dedicated server. So, I went ahead and made my own. It’s not the biggest server in the world, but 
I’m proud with how the server turned out. The server has brought together many kinds of Namco 
fans, even including artists and game developers. And Namcokid47 definitely falls under both of 
those categories. So, since this magazine is all about game development, I figured that I would 
interview him about one of his game projects. Here’s Namcokid on his cancelled Namco fan 


game, Namcadius. 
JH: To get this started, what exactly was Namcadius? 


NK: Namcadius was meant to be ““Namco’s Parodius” - a league of classic characters in a silly, 
nonsensical shooting game. Although the character roster constantly went through changes, it 
featured icons like Pac-Man, Mappy, Valkyrie and even the Solvalou, each with weapon types 
based on their respective games. As much as I tried to stir up hype for it, the project was 
ultimately a great case of “biting off more than I could chew” - little programming skills 
intermixed with large, vast ideas did not go well in the long run. With that and the fact that my 
hard drive failed and wiped away months and months of work, I decided to throw in the towel 
and call it quits. 


JH: You mention having little programming skills at the time. Where any other projects or 
demos you worked on before Namcadius? 


NK: Before I announced Namcadius, I worked on a number of demos and much smaller games - 
for instance, I made a multiplayer Arkanoid clone, and later a maze game inspired by The Tower 
of Druaga and Hydlide. After Namcadius was canned I announced another title as a 
“compensation” of sorts - this became Super Block Breaker, which I fully intend to finish this 
year. 


JH: That’s nice that you’re still active in game development. Do you work with anyone else or 
do you do most of your work solo? 
NK: Yes, I work solo. Aside from playtesting, which I have my friends do. 


JH: How much time do you spend working on game projects? 


NK: Usually I sink several weeks into something, mainly just creating a prototype build. If I 
think the idea is interesting or unique I continue making it. In that case I spend several months on 
these games. 


JH: What have you learned from working on Namcadius that could help other game devs with 
their projects? 


NK: Start off small is something I cannot stress enough. Know what you’re going into and be 
prepared, because as much as it looks easy and fun to do, can be incredibly stressful. Make 
something smaller and gradually make games on a larger scale - once you’re ready, go nuts. 
Make something awesome. 


JH: Is there anything you want to advertise or do you have any other final thoughts on 
Namcadius? 


NK: I think Namcadius sets a good example of not trying to bite off more than you can chew. It 
was entirely based on an idea with very little actual programming actually put into it, which is 
something you should never do with a game. Maybe one day when I get real good at this stuff 
Pll try coming back to it, but for now I have zero plans to revive it. Here lies Namcadius! 


(also plz edit at my site wakapedia its dying go to https://wakapedia.miraheze.org plz i need 
editors help me) 


While this interview gives a sad end to Namcadius, it should also provide good advice to any 
aspiring game developers out there. If you’re gonna make something, than actually make it. 


Also, please check out Wakapedia. It’s a great site that could really use more editors. 


